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ou've already experienced the Beginner Box and 
Y want more—welcome to Pathfinder Society 
Organized Play! 

The Pathfinder Society Organized Play system is a 
worldwide fantasy roleplaying campaign, set in the 
same vast, virtually unlimited campaign setting that the 
Beginner Box introduces you to. Each player is an agent of 
the Pathfinder Society, a legendary league of explorers, 
archaeologists, and adventurers dedicated to discovering 
and chronicling the greatest mysteries and wonders ofan 
ancient world beset by magic and monsters. 

You can find Pathfinder Society games to play at a 
variety of locations, such as game stores, local libraries, 
conventions and the like. It allows you to show up as a 
single player or take a group of friends to experience a 
shared adventure together. You can use the Beginner Box 
rules and this document to create new 1st-level characters 
ready for play in Pathfinder Society scenarios, 4-5 hour 
adventures that take characters to different lands, 
exploring ancient sites and fighting deadly creatures. 

In Pathfinder Society games, you may see other 
characters built using the Pathfinder RPG Core Rulebook 
that might have skills, spells, or other combat options that 
aren't described in the Beginner Box. Don't worry—you'll 
learn more about these new choices as you play the game. 

In order to play in Pathfinder Society, there are a few 
new rules you'll need to learn for creating your character 
and for additional options you can use in your game. This 
document looks at the Hero’s Handbook page by page to 
explain what’s different for Pathfinder Society characters. 
If this document doesn’t list anything for a particular 
page of the Hero’s Handbook, then the rules on that page 
are exactly the same. 

Some game mechanics in the Core Rulebook are more 
complex than those found in the Hero’s Handbook and 
Player Pack. You may want to consider holding off on the 
more complicated rules mechanics until you are more 
comfortable with the game. If the GM or other players 
have the Core Rulebook, they can guide you through these 
mechanics. Otherwise, you can simply use the Beginner Box 
rules you are already familiar with until you have access to 
the Core Rulebook. 


PAGE 13: STEP 4, 
ROLL ABILITY SCORES 


Instead of determining your ability scores by rolling 
dice, Pathfinder Society uses a point system. This means 
every character is created equal, and nobody has to worry 
about starting with a weak character. 

Use one of the four following sets of numbers for your 
ability scores. Write these ability scores in section B of your 
character sheet. You can write them in any order. 


`k 


WHAT'S NEXT? 

In Pathfinder Society Organized Play, you play a member 
of the Pathfinder Society seeking fortune and glory all 
over the face of Golarion. At the same time, your character 
works for one of the 10 competing factions, all with their 


own motivations and secret agendas. 

Visit paizo.com and register for a free account. Then 
head over to paizo.com/pathfindersociety, join the 
Pathfinder Society, and receive a Pathfinder Society ID 
number by following the registration steps. 

Once you have your number, download the Guide to 
Pathfinder Society Organized Play. That guide presents. 
everything you need to know to participate in this 
exciting, dynamic campaign. After reading through the 
guide, you can then search for games in your local area by 
using the search feature at paizo.com/pathfindersociety. 
Thousands of other gamers gather in their homes, in 
game stores, at conventions, and even online to play, 
report on their adventures, and influence the fate of the 
Pathfinder world. | 

Finally, Pathfinder Society has its own messageboards 
where fans can advertise future games and events, talk 
about their characters, discuss the campaign scenarios 
and rules, and. ask questions about the campaign from 
other fans, GMs and even Paizo staff. 


16, 14, 13, 12, 10, 10 
16, 14, 14, 12, 10, 8 
15, 14, 14, 13, 10, 10 


15, 14, 14,12, 12,9 


Adjust your ability scores in section B according to 
your race. This works just like how it’s explained on page 
13 of the Hero's Handbook. 


PAGE 13: STEP 5, 
ABILITY MODIFIERS 


Use your ability scores and the table at the bottom of page 
13 of the Hero's Handbook to figure out what your Ability 
Modifiers are. Write down your Ability Modifiers in the 
“Ability Modifiers” boxes in section B of your character 
sheet. 


PAGE 13: STEP 7, 
CHOOSE A NAME 


You may name your character anything you like. Try to 
pick a creative name that fits a fantasy setting, and avoid 
silly names. 
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CHOOSE TRAITS 


In Pathfinder Society Organized Play, your character 
begins play with two traits—minor in-game advantages 
tied to your background in the campaign world. These 
include different categories such as basic traits, campaign 
traits, race traits, region traits, religion traits, and 
equipment traits. 

The complete trait rules can be found in the Pathfinder 
RPG Advanced Player’s Guide or online in the free 
Character Traits Web Supplement at paizo.com/traits. You 
can pick any traits except for Hedge Magician, Magical 
Knack, Natural-Born Leader, and Rich Parents for your 
Pathfinder Society character. 

You don’t have to choose traits if you don’t want to. 
However, most traits give you a bonus on rolls (such 
as a +1 bonus on initiative rolls or a +1 bonus on attack 
rolls with your favorite weapon), so you should strongly 
consider choosing two traits for your character. 


PAGES 18-21: CLERIC SPELLS 


These pages in the Hero's Handbook and page 5 of the 
Player Pack list only some of the spells available in the 
Core Rulebook. In Pathfinder Society, you're allowed to 
select spells from the Beginner Box and Player Pack, as well 
as some of the spells from the Core Rulebook. The spells in 
the Hero's Handbook and Player Pack are simpler than 
those in the Core Rulebook, so you should stick to the ones 
in the Hero's Handbook and Player Pack until you’re more 
familiar with the game. 


PAGES 22-23: 
FIGHTER COMBAT FEATS 


These pages in the Hero's Handbook and page 6 ofthe Player 
Pack list only some of the combat feats available in the 
Core Rulebook. When you gain bonus combat feats, you're 
allowed to select feats from the Beginner Box, Player Pack, 
and Core Rulebook. However, the feats in the Core Rulebook 
have longer descriptions and may be more complex than 
the ones in the Hero's Handbook and Player Pack. 


PAGES 24-25: ROGUE TALENTS 


These pages of the Hero's Handbook and page 7 of the 
Player Pack list only some of the rogue talents available 
in the Core Rulebook. When you gain a rogue talent, you're 
allowed to learn a talent from the Beginner Box, the Player 
Pack, or the Core Rulebook. However, the rogue talents in 
the Core Rulebook may be more complex than the ones in 
the Hero's Handbook and Player Pack, so you may want to 
stick to the ones in the Hero's Handbook and Player Pack 
until you're more familiar with the game. 


PAGES 28-31: WIZARD SPELLS 


‘These pages in the Hero's Handbook and page 8 ofthe Player 
Packlist only some ofthe spells available in the Core Rulebook. 
In Pathfinder Society, you're allowed to learn spells from the 
Hero's Handbook and the Player Pack, and some of the spells 
from the Core Rulebook. The spells in the Hero's Handbook 
and Player Pack are simpler than those in the Core Rulebook, 
so you should stick to the ones in the Hero's Handbook and 
Player Pack until you're more familiar with the game 

Evocation School Restrictions: If you are an evocation 
school specialist, when choosing spells from the Core 
Rulebook, you can't choose any spell that says “school 
conjuration” or “school illusion.” 

Illusion School Restrictions: If you are an illusion 
school specialist, when choosing spells from the 
Core Rulebook, you can’t choose any spell that says 
“necromancy school” or “transmutation school.” 

Conjuration School Restrictions (Player Pack): If you 
are a conjuration school specialist, when choosing spells 
from the Core Rulebook, you can’t choose any spell that 
says “enchantment school” or “illusion school.” 


PAGES 34-39: SKILLS 


These pages in the Hero's Handbook list only some of the 
skills available in the Core Rulebook. In Pathfinder Society, 
you're allowed to choose skills from the Beginner Box and 
the Core Rulebook. However, the skills in the Core Rulebook 
have longer descriptions and may be more complex than 
the ones in the Hero’s Handbook. 


PAGES 40-43: FEATS 


These pages in the Hero’s Handbook and page 9 of the 
Player Pack show only some of the feats available in the 
Core Rulebook. In Pathfinder Society, you’re allowed to 
choose feats from the Hero’s Handbook, Player Pack, and 
Core Rulebook (except for the item creation feats in the Core 
Rulebook). However, the feats in the Core Rulebook have 
longer descriptions and may be more complex than the 
ones in the Hero’s Handbook and Player Pack. 


PAGES 44-49: EQUIPMENT 


Instead of using the Wealth and Money table on page 44 
of the Hero’s Handbook, your Pathfinder Society character 
starts at ist level with 150 gp to buy starting equipment. 

There are many more kinds of weapons, armor, and 
equipment available in the Core Rulebook than in the Hero’s 
Handbook and Player Pack. However, the Hero’s Handbook and 
the Player Pack provide a good introduction to adventuring 
equipment, so you can build a successful Pathfinder Society 
character with just the items in these books. 
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PAGE 53: COMBAT 
Adventurers in the full version of the Pathfinder RPG 
have a few more combat options that aren't available in 
the Beginner Box. For example, you can disarm, grapple, 
or trip an opponent, push an opponent into another 
square (called a “bull rush”), or force your way through 
an opponent’s square (called an “overrun”). These special 
actions are called combat maneuvers. 

Performing a combat maneuver is similar to making an 
attack roll: you roll a d2o and add your combat maneuver 
bonus (CMB). If your total is equal to or higher than your 
target’s combat maneuver defense (CMD), you succeed at 
the check. Likewise, ifa monster tries to perform a combat 
maneuver against you, the GM rolls a d2o and adds the 
monster’s CMB. If the monster’s total is equal to or higher 
than your CMD, the monster succeeds at the check. 

Use the equations below to find your CMB and CMD: 


CMB = your attack bonus + your STR 
CMD = 10 + your attack bonus + your STR + your DEX 


Your attack bonus is in section F of your character sheet. 
Your STR and DEX are the Ability Modifiers listed in the 
right-hand column in section B of your character sheet. 

Write your CMB and CMD on your character sheet in 
section F (if you have room there) or section P (if you don't 
have room in section F). 

Example: Valeros the 1st-level fighter has attack bonus 
+1, STR +3, and DEX +2. His CMB is +1 + 3 = +4 and his 
CMD is 10+1+3+2=106. 


PAGE 63: LEVEL UP! 


In Pathfinder Society, leveling up works mostly the 
same way as it does in the Beginner Box. There are five 
main differences. 


Experience Points: In the Beginner Box, encounters 
give you hundreds of experience points and you need 
thousands of XP to level up, but in Pathfinder Society you 
gain 1 XP every time you complete a scenario, and you 
level up with every 3 XP you earn. (3 XP = 2nd level, 6 XP 
= 3rd level, and so on). 

Chronicle Sheet: After each scenario, the GM gives you 
a Chronicle sheet that tells you exactly how much money 
you get for the scenario, what treasure is available, and 
any special boons your character has earned. Save all of 
these Chronicle sheets—they’re proof of what scenarios 
you've completed and what treasure you've gained. 

Hit Points: Instead of rolling your hit points like it says 
in Step 2 on page 63, you get the same number ofhit points 
each time you level up, depending on your class. This 
makes it fair for all players, and means you don’t have to 
worry about your character being weak because you rolled 
low hit points when you leveled up. Use this table to see 
how many hit points you add when you level up. 


Class Hit Points at Each Level 
Barbarian +7 + CON 
Cleric +5 + CON 
Fighter +6 + CON 
Rogue +5 + CON 
Wizard +4 + CON 


Favored Class: You can learn more about favored 
classes in the Core Rulebook, but for now, just give your 
character either 1 extra hit point or 1 extra skill point at 
each level (starting at 1st level). The choice is yours. 

6th Level: The Beginner Box stops at sth level, but 
Pathfinder Society lets you level up to 12th level. When 
you're ready to level up to 6th level, you'll need to look 
at the Core Rulebook to see what new special abilities and 
features you get when you level up. 
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OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved. 

1. Definitions: (a) “Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b) “Derivative Material” 
means copyrighted material including derivative works and translations 
(including into other computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, abridgment or 
other form in which an existing work may be recast, transformed or adapted; 
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d) “Open Game Content” 
means the game mechanic and includes the methods, procedures, processes 
and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional content 
clearly identified as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and derivative works 
under copyright law, but specifically excludes Product Identity. (e) “Product 
Identity” means product and product line names, logos and identifying 
marks including trade dress; artifacts, creatures, characters, stories, 
storylines, plots, thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, teams, 
personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f) “Trademark” means 
the logos, names, mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, “Used” or “Using” means 
to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game Content 
distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open 
Game Content. 


5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 


Contributions are Your original creation and/or You have sufficient rights 
to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modifying or distributing, and 
You must add the title, the copyright date, and the copyright holder’s name to 
the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product Identity. The owner of 
any Product Identity used in Open Game Content shall retain all rights, title 
and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open Game 
Content. 

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You distribute. 

11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any 
of the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail 
to comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive the 
termination of this License. 

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc. 

System Reference Document © 2000, Wizards of the Coast, Inc; 
Authors: Jonathan Tweet, Monte Cook, Skip Williams, based on material 
by E. Gary Gygax and Dave Arneson. 

Pathfinder Society Beginner Box Character Creation Guide © 2011, Paizo 
Publishing, LLC; Authors: Mike Brock and Don Walker. 


